


Circle Of Elements

The primal elements of creation: earth, air, fire,
and water, form the very fabric of life and the ma-
terial realm. These forces are wild, untamed, and
fickle. If one of the elements is ever out of balance
with the others it can cause untold destruction.
Raging wildfires, enormous cyclones, sundering
earthquakes, and devastating floods are examples
of the terrifying power of unbalanced elemental

forces.

Some druid circles look to these very forces to
bring guidance and balance to the natural world.
The druids cultivate a reverence for the elements
aligning themselves with one of the primal forces
through rote and ritual to wield formidable ele-
mental might against any who might seek to upset
the balance. These circles typically congregate in
locations that embody the natural power of their
chosen element, volcanic mountains, thundering
waterfalls, enormous fissures, and towering cliffside

aeries could all be home to a circle of elemental

druids.

Elemental Focus

Starting at 2nd level when you choose this circle,
you also choose one of four elements for your char-
acter’s focus. This focus grants you an extra can-

trip based on which element you choose:

Air— Shocking grasp
FEarth— Blade Ward
Fire— Fire Bolt
Water— Acid Splash

Elemental Familiar

At}an level after choosing their elemental focus,

the druid learns‘a ritual to summon an elemental

creature to aid them. This ritual works in the same
fashion as Find Familiar, with the notable excep-
tion that it can only conjure a small elemental be-
ing of the same type as the druid’s elemental focus.

All familiars have the following common statistics:

Small elemental
AC: 12 HP: 7 Speed: 30ft.
Str: 14 Dex: 12 Con: 12 Int: 5 Wis: 10 Cha: 5

Resistances: Bludgeoning, piercing, and slashing

from non-magical attacks

Immunities: Poisoned, exhaustion, paralyzed, pet-

rified, poisoned, unconscious
Sense: Darkvision 60ft., Passive Perception 10

The following are abilities specific to the type of

elemental familiar.

Air— Gains a fly speed of 60ft.

Resistances: Lightning and thunder
Immunities: grappled, prone, and restrained

Air form: The elemental can enter a hostile crea-
ture’s space and stop there. It can move through a

space as narrow as 1 inch without squeezing.

Slam: +4 to hit, reach 5ft., one target (1d4+2)
bludgeoning damage

Dust Devil (recharge 4-6): The elemental kicks up
dust and debris in a 5ft. Radius around itself. Any
ranged attacks that pass through this area are

made with disadvantage.

Earth— Gains a burrow speed of 20ft. and a +2 bo-

nus to AC from natural armor.
Senses: Tremorsense 30ft.

Earth Glide: The elemental can burrow through
natural, unworked, stone and dirt. While doing so,
the elemental doesn’t disturb the material it moves

through.

Slam: +4 to hit, reach 5ft., one target (1d6+2)
bludgeoning damage:




Flire-
Immunities: Fire, grappled, prone, restrained

Fire form: The elemental can move through a space
as narrow as 1 inch without squeezing. A creature
that touches the elemental or hits it with a natural
attack while within 5 feet of it takes 3 (1d6) fire
damage. In addition the elemental can enter a hos-
tile creature’s space and stop there. When it does
the creature takes 3 (1d6) points of fire damage and
catches fire; until someone takes an action to douse
the fire, the creature takes 3 (1d6) fire damage at

the start of each of its turns.

Ilumination: The elemental sheds bright light in a
15-foot radius and dim light for an additional 15
feet.

Water susceptibility: For every 5 feet that the ele-
mental moves in water, or every gallon of water

splashed on it, it takes 1 point of cold damage.

Touch: +4 to hit, reach 5ft., one target (1d4+2) fire
damage. If the target is flammable, it ignites, tak-
ing (1d4) fire damage at the start of each of its

turns.

Water— Gains a swim speed of 60 ft.
Resistance: acid

Immunities: grappled, prone, restrained

Water form: The elemental can enter a hostile crea-
ture’s space and stop there. It can move through a

space as narrow as 1 inch without squeezing.

Freeze: If the elemental takes cold damage, it par-
tially freezes reducing its speed by 20 feet until the

end of its next turn.

Slam: +4 to hit, reach 5ft., one target (1d4+2)
bludgeoning damage

Elemental Resistance

Starting at 6th level, the druid gains resistance to a
type of elemental damage based on his elemental

_focus.

Air— Lightning
Earth-Cold
Fire— Fire
Water— Acid

Elemental Fury

At 10th level the druid can unleash a burst of ele-
mental energy in a large radius around themselves.
This burst deals 8d8 points of damage to everyone
within 20 feet of the druid that fails a Dex saving
throw. Those that succeed take only half damage.
The type of damage is determined by the druid’s
elemental focus. This ability recharges after a short

rest.

Awr— Lightning
Earth— Bludgeoning
Fire— Fire

Water— Acid

Elemental Avatar

When you reach 14th level, you may call upon the
aid of a powerful elemental being of up to challenge
rating 7 to aid you for 1 hour. This ability func-
tions as Conjure Elemental, but requires no con-
centration to maintain. The creature summoned
must be of the same elemental type as your ele-

mental focus.
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Legal Information

Permission to copy, modify and distribute the files collective-
ly known as the System Reference Document 5.0 (“SRDS5") is
granted solely through the use of the Open Gaming License,

Version 1.0a.

This material is being released using the Open Gaming Li-
cense Version 1.0a and you should read and understand the
terms of that license before using this material. The text of

the Open Gaming License itself is not Open Game Content.

Instructions on using the License are provided within the
License itself. The following items are designated Product
Identity, as defined in Section 1(e) of the Open Game License
Version 1.0a, and are subject to the conditions set forth in
Section 7 of the OGL, and are not Open Content: Dungeons &
Dragons, D&D, Player’s Handbook, Dungeon Master, Mon-
ster Manual, d20 System, Wizards of the Coast, d20 (when
used as a trademark), Forgotten Realms, Faeriin, proper
names (including those used in the names of spells or items),
places, Underdark, Red Wizard of Thay, the City of Union,
Heroic Domains of Ysgard, EverChanging Chaos of Limbo,
Windswept Depths of Pandemonium, Infinite Layers of the
Abyss, Tarterian Depths of Carceri, Gray Waste of Hades,
Bleak Eternity of Gehenna, Nine Hells of Baator, Infernal
Battlefield of Acheron, Clockwork Nirvana of Mechanus,
Peaceable Kingdoms of Arcadia, Seven Mounting Heavens of
Celestia, Twin Paradises of Bytopia, Blessed Fields of Elysi-
um, Wilderness of the Beastlands, Olympian Glades of Arbor-
ea, Concordant Domain of the Outlands, Sigil, Lady of Pain,
Book of Exalted Deeds, Book of Vile Darkness, beholder,
gauth, carrion crawler, tanar’ri, baatezu, displacer beast,
githyanki, githzerai, mind flayer, illithid, umber hulk, yuan-
t1.

All of the rest of the SRDS5 is Open Game Content as de-
scribed in Section 1(d) of the License.

The terms of the Open Gaming License Version 1.0a are as

follows: OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast,
Inc. and is Copyright 2000 Wizards of the Coast, Inc
("Wizards"). All Rights Reserved. 1. Definitions:
(a)"Contributors" means the copyright and/or trademark
owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material includ-
ing derivative works and translations (including into other
computer languages), potation, modification, correction, ad-
dition, extension, upgrade, improvement, compilation,

abridgment or other form in which an existing work may be

recast, transformed or adapted; (c) "Distribute" means to
reproduce, license, rent, lease, sell, broadcast, publicly dis-
play, transmit or otherwise distribute; (d)"'Open Game Con-
tent" means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content
does not embody the Product Identity and is an enhance-
ment over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and
means any work covered by this License, including transla-
tions and derivative works under copyright law, but specifi-
cally excludes Product Identity. (e) "Product Identity"
means product and product line names, logos and identifying
marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, inci-
dents, language, artwork, symbols, designs, depictions, like-
nesses, formats, poses, concepts, themes and graphic, photo-
graphic and other visual or audio representations; names and
descriptions of characters, spells, enchantments, personali-
ties, teams, personas, likenesses and special abilities; places,
locations, environments, creatures, equipment, magical or
supernatural abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark
clearly identified as Product identity by the owner of the
Product Identity, and which specifically excludes the Open
Game Content; (f) "Trademark" means the logos, names,
mark, sign, motto, designs that are used by a Contributor to
identify itself or its products or the associated products con-
tributed to the Open Game License by the Contributor (g)
"Use", "Used" or "Using" means to use, Distribute, copy, edit,
format, modify, translate and otherwise create Derivative
Material of Open Game Content. (h) "You" or "Your" means
the licensee in terms of this agreement. Not for resale. Per-
mission granted to print or photocopy this document for per-
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2. The License: This License applies to any Open Game Con-
tent that contains a notice indicating that the Open Game
Content may only be Used under and in terms of this License.
You must affix such a notice to any Open Game Content that
you Use. No terms may be added to or subtracted from this
License except as described by the License itself. No other
terms or conditions may be applied to any Open Game Con-

tent distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content

You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to
use this License, the Contributors grant You a perpetual,

worldwide, royalty-free, nonexclusive license with the exact

terms of this License to Use, the Open Game Content.




5.Representation of Authority to Contribute: If You are con-
tributing original material as Open Game Content, You rep-
resent that Your Contributions are Your original creation
and/or You have sufficient rights to grant the rights con-

veyed by this License.

6.Notice of License Copyright: You must update the COPY-
RIGHT NOTICE portion of this License to include the exact
text of the COPYRIGHT NOTICE of any Open Game Con-
tent You are copying, modifying or distributing, and You
must add the title, the copyright date, and the copyright
holder's name to the COPYRIGHT NOTICE of any original

Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Prod-
uct Identity, including as an indication as to compatibility,
except as expressly licensed in another, independent Agree-
ment with the owner of each element of that Product Identi-
ty. You agree not to indicate compatibility or co-adaptability
with any Trademark or Registered Trademark in conjunction
with a work containing Open Game Content except as ex-
pressly licensed in another, independent Agreement with the
owner of such Trademark or Registered Trademark. The use
of any Product Identity in Open Game Content does not con-
stitute a challenge to the ownership of that Product Identity.
The owner of any Product Identity used in Open Game Con-
tent shall retain all rights, title and interest in and to that
Product Identity.

8. Identification: If you distribute Open Game Content You
must clearly indicate which portions of the work that you are

distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents
may publish updated versions of this License. You may use
any authorized version of this License to copy, modify and
distribute any Open Game Content originally distributed

under any version of this License.

10..Copy of this License: You MUST include a copy of this
License with every copy of the Open Game Content You Dis-
tribute.

11. Use of Contributor Credits: You may not market or ad-
vertise the Open Game Content using the name of any Con-
tributor unless You have written permission from the Con-

tributor to do so.

12. Inability te Comply: If it is impossible for You to eomply
with any of the ternis.of this License with respect to some or
all of the Open Game Content due to statute, judicial order,

or governmental regulation then You may not Use any Open
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Game Material so affected.

13. Termination: This License will terminate automatically if
You fail to comply with all terms herein and fail to cure such
breach within 30 days of becoming aware of the breach. All

sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the

extent necessary to make it enforceable.

15. COPYRIGHT NOTICE Open Game License v 1.0a Copy-
right 2000, Wizards of the Coast, Inc. System Reference Doc-
ument 5.0 Copyright 2016, Wizards of the Coast, Inc.; Au-
thors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney
Thompson, Peter Lee, James Wyatt, Robert J. Schwalb,
Bruce R. Cordell, Chris Sims, and Steve Townshend, based on
original material by E. Gary Gygax and Dave Arneson.

END OF LICENSE




